Making a Timer



Making a Timer

Now we’ll add a timer
to the world that will
time the boat as it
races through the
arches. Add a 3D Text
object from the object
gallery into your world,
and make it say 0.0.
Then rename it in your
object tree to timer.
Place it on top of your
boat.




Making a Timer

timer's details

Since the boat will
move through the
world while it’s
racing, we want the
timer to be able to
move with it. So, go
to the timer’s
properties tab and
set it’s vehicle
property to
motorboat.

properties | methods | functions

create new variable

capture pose

“text = 0.0

Efunt =| Agency FB

“extrusion = 0.25

“curvature = 2

“color =
“opacity = 1 (100%)

“skin texture = <None>

“fillingStyle = solid
“vehicle = motorboat
“isShowing = true

“pointOfiew = position: -0.08, 0.19, -1.
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Now we need to write
code to make our timer
work. First, we need to
create world variable to
save the number value of
the time that is left. Go to
the world’s properties
tabs, and create a new
variable, of the type
number, and name it
timerValue. It should be a
world variable, because
we will be using it in more
than one place in Alice.

&i create new variable

timerValue

@ Number
_ Boolean
_' Object

) Other...

Value: 1 [ | make a

Cancel

world's details

properties | methods | functions

;E;@]timer\i’alue =1

create new variable

“atmosphereColor =
“ambientLightColor =
“ambientLightBrightness = 1

fogStyle = nofog



Now we need
to create a
method that
will count down
the amount of
time that is left.
Create a new
world method
called
timerDecrease.

Making a Timer

world's details

properies fmethuds functions

ﬁ_i,i Hew Method

%]

timerDecrease |

“my first method

create new method

Cancel

@ world.my first method @ world.timerDecrease

world.timerDecrease Noparametars

Novarlables

O Modhlng



Making a Timer

We want the timer to keep counting down as long as there is
time left. To put this into code, get a While loop and drag it
into the code, and select true. If timerValue is greater than
zero, that means there’s time left, so that will be the
condition of the While loop. Go to the world’s functions, get
a>b, and drop it onto the true part of the While loop. Pick any
two numbers from the drop down menu.

I @ world.my first method ‘Q world timerDecrease _

world.timerDecrease No parametars

Mo varizblas

FEwnhile 1 >05
| Do Mathing




Making a Timer

From the world properties pane, grab timerValue and
drop it onto the first number at the top of the While loop.
Then, change the second number to zero.

world.timerDecrease Nopa etars
world's details

Na variables

properties | methods ‘functions

Ei] timervalue

~ worldtimeryfalue — > 0

create new variable

“ atmosphereColor =
“ambientLightColor =
“ambientLightBrightness = 1

| Do Modhing




Making a Timer

The next thing we want is for the timer to count down. To
do this, we need timerValue to subtract one from its value.
So, drag timerValue from the world’s properties pane into

the while loop. Then select decrement world.timerValue by
1.

world.timerDecrease Noparameters
world's details

No varigblies

aroperties | methods | functions

EE] timervalue

;;;Ew}]im world.timervalue — = 0

create new variable

“atmosphereColor =

~ambientLightColor =

set value b

increment world.timervalue by 1

decrement world.timerValue by 1
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Now, we need to tie our 3D-Text to the timerValue variable,
so that the 3D-Text shows how much time there is left. Click
on timer in your object tree, and go to the properties tab.
Click and drag text into your While loop and choose default
string. Set the duration of this command to zero.

create new variahle

Elwnile | worldtimer\alue — > 0

decrement world.timervalue by 1 more...

capture pose

“font|=| Agency FB

“pxtrusion = 0.25

ore...
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Now, click on world in the object tree and go to the functions
tab. Scroll down to what as a string. Click and drag that onto
default string in your code. In the drop down menu, select

timerValue.

a o= h L o
“[=|while = worldtimervalue — > 0

—| random
choose true probabiliyOfTrue

decrement worldtimeralue by 1 more...

* random number
—| string
~a joined with b

timer —  set text to [ worldtimervalue —  as a string




Making a Timer

The last step to making our timer is to make sure that it takes
exactly one second for the timer to count down one second.
To do this, click and drag a Wait from the bottom of your
method editor, and drop it into your While loop. Then select 1

second in While  both  worldtimerValue — > 0 and  world.gameOn
th e d ro p world timervalue set value to - { worldtimervalue — - 1 ) duration =0 seconc
down _ - | o

Titmer set text to -~ world.timerYalue as a string duration =0 seconds More

menu.

Do inorder Dotogether “IifEIse “Loop =While “For allinorder :For all together



Making a Timer

Now you need to figure
out how much time to
put on your timer, so
that your game is world's details

challenging. My timer properties [ methods [ functions

counts down 15 égéE;]ﬁmEmrﬂmE @

seconds, and if | race
through the arches
perfectly, | can beat the
clock. First, set your
timer by changing
timerValue’s value in
the world properties
tab.
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When you change the value of
timerValue, you also have to
change the beginning text of your
timer to match that number. To do
this, click on timer in the object
tree and go to properties. Next to
text, change it to the number that
you have set timerValue to.
Change your When the world
starts event to
world.timerDecrease and play your
world to test it out. When you’re
done testing, change it back to
world.my first method.

timey's details

proparties

4 .
functions

create new variable

capturq pose

“text = 15.0




